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Executive Summary

The Company
Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. OE will focus primarily on the educational portion of the online game market where no companies address the need for educational games for families and schools. Ownership of the company is currently held by CEO, Mark Gugler.

The Mission
OE’s mission is to provide families and schools around the nation with a safe and secure online environment where students can learn, and interact with each other in the family.  By providing online Flash games that simultaneously entertain and teach basic concepts in Math, English, Science, and History, OE promotes family learning and education of children, regardless of their demographic. The company will expand to support state specific learning projections, as well as provide games for multiple grade levels. 

Products/Services
OE generates revenue with Free-to-Play (FTP) Flash games, supported by advertisements throughout the website and during game loading screens, and Subscription-Based (SB) Flash games that have additional features and no advertisements. Through a steady increase in advertisement spaces, as the number of games provided on the website increases, OE projects a strong foundation of assets for the company.

Marketing and Sales Strategy
OE’s niche market of Educational Flash games provides a strong, yet unique market for the business to inhabit.  By utilizing advertising real estate and gaining strategic partners, online marketing can be traded and expanded to promote both our competitors and ourselves.  In addition to advertisements, OE will only need to gain a small percentage of visitors as subscribers, to meet operational expenses. 

The Competition
Strong market leaders are found in the online Flash game market, however, no companies presently offer educational related products to their users. OE can fill this void, and grow within the market. Market research has shown that demographics within the Flash game space correlate with affluent families and students. OE’s target audience falls clearly within the market research, and by offering new, unique services, OE can grow profitably.

Target Market
OE’s target audience is families with pre-teen and teenage children regardless of previous experience with Flash games. In addition to these families, OE targets school districts around the nation, focusing on the fifth grade level initially. With future game development, all grade levels will be covered to widen the demographic target audience.

Management
CEO Mark Gugler brings years of experience with the games industry to his leadership position in OE. His passion for management, family, and community is the initial stimulus for the creation of OE, and remains the primary motivation for the business to succeed. The Director of Sales for OE will have sufficient expertise with financial operations to handle all of the operational procedures. The Director of Technology will have expertise in website and Flash game development, as the company products and services revolve around these aspects.

Operations
Initial development and operations for OE will begin in July 2009 with a scheduled Beta release of the online portal, www.orcavia.com website in August 2009.  Initial games and marketing endeavors will be focused on fifth grade level curriculum.  Quick development of new games for the website will expand to more grade levels within the first year, thusly increasing subscriber numbers and advertisement real estate on the website. 

Stage of Development
OE is currently securing investors to gain start-up funds for the business and is scheduled to begin business in July 2009. Copies of company projections are being prepared for investors to review.  The first company development conference is scheduled in June 2009, to include potential investors as well as employees. Licenses and other legal procedures will be completed by July 2009.

Financials
The financial strategy for OE emphasizes investments to cover the first two years of operating expenses.  Projections for revenue show a 172% increase of profit each year which allows for fiscal stability by the end of year two, and profit margins in subsequent years. Public stock trading of the company will be established after the fifth year, so investors and employees can satisfy long-term and short-term investment goals.

Funds Sought and Utilization
OE is currently seeking $300,000 funds for investment into the company to sustain operational expenses for the first two years. Investment reimbursement will begin in year 3 of the business and will continue during the lifespan of the company as it matures and grows its assets.


Company Description

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

The Company’s Mission

OE’s goal is to provide educators, students, and families FTP, ad-supported Flash games that teach basic topics in Math, Science, History, and English.  OE’s aim is to build long lasting communities of students and teachers around the nation learning and sharing achievements. The projected, continued growth of Orcavia.com includes higher educational levels, and expanded services, to be curriculum-appropriate across many years of education. 

Products and Services

The company offers services to affiliated businesses and individual children and families. The services provided to businesses include advertising banners and video clips viewed throughout the website and during game loading.  These advertising spots include the latest in Flash, Javascript, and Silverlight Technologies, to provide “state of the art” techniques.

The services provided to the individual customer include FTP Flash games, free profiles, and SB-paid accounts. The games teach educational topics in Math, Science, History, and English, and include high level reasoning games. The statistics track each user, and allow for progress to be monitored by the student as well as authorized persons tied to that account.  Free profiles have limited features while paid subscription profiles include additional leader-boards, extended and more detailed statistics tracking, access to exclusive content, and premium customizable features for the profile.  Scalable package subscriptions are offered as a way for educators to buy bulk accounts for their classrooms while providing new ways to deliver homework.  

Development to Date

As of July 2009 by Mark Gugler, Orcavia.com will have launched a public beta site to begin growing the community.  Early account holders will be granted exclusive access and special deals, once the subscription model and payment plans were in place. Contacts at competitor websites and companies will be made to ensure collaboration and promote advertisement space trading in the future. 

Legal Status and Ownership

OE, Ltd. is registered as an online business under the laws of the state of California and has pending business licenses to operate in Marin County, CA.  Orcavia Entertainment is owned and operated by Mark Gugler, with initial funding provided by the owner.  Further assets and development began in June 2009 when additional personnel were hired.


Industry Analysis & Trends

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

Industry Overview

Orcavia Entertainment has a strong opportunity to carve out a small chunk of a growing segment of the Internet game sites market.  Growth can be seen from all companies as the amount of free-to-play games start to penetrate existing websites in the entertainment industry.  Websites such as AddictingGames.com and Miniclip.com continue to grow year after year and their financial trends show a positive incline year after year.  Other company websites such as Sci-fi.com and NBC.com show a small growth into the market as well, providing free games branded with their shows and series. The educational market of this industry is currently under utilized, and Orcavia.com plans to take the opportunity to capitalize on a healthy industry niche.

Market Opportunity

Opportunity in the FTP games market continues to grow as the games industry shifts from disc based formats to a digital download format.  This trend, coupled with marketing campaigns including demos and spin-off hits from AAA game titles, shows the market to be healthy and a viable resource for entertainment advertising agencies.  Orcavia’s focus on educational and puzzle games is perfectly designed to fill the market’s opportunity.

Barriers to Entry

The main barrier to entry into the market seems to be the amount of immediate funding necessary for start-up and implementation.  This, however, is not a serious deterrent, since affiliate partnerships and strategic alliances are not new to this industry. Many of the websites show advertisements and banners linking to their competitors’ websites, with added specific links under a “favorite other sites” section. This collaboration shows a general understanding that the industry can grow through affiliation, and accept competition that produces services different from their own.

Long Term Opportunities

The long-term opportunities for Orcavia Entertainment include supporting educational efforts nationwide. The initial participation by schools and educators in a specific region of the United States will slowly grow to a nationally known brand, which will either become partners with, or be purchased by leaders of the industry. By filling this strong specific niche of the games industry, OE will continue to attract investors who realize the potential for high future dividends. The original owners and investors will be well positioned for selling out their interests.


Target Market

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

Market Description

The market for Orcavia Entertainment services and products exists on the Internet, the World Wide Web.  OE operates the Orcavia.com website from the headquarters in Northern California. OE’s primary target regions are within the contiguous United States especially those areas well supplied with high quality Internet service providers. Households with incomes from $60 to $100,000 a year, containing 1-3 school-aged children comprise the consumer market. The business market, companies in the educational game and toy market, supply advertising revenue to OE and share a priority for education and maintaining community with their users. 

Market Size and Trends

The Census bureau of the United States puts over 42 million people within the target audience specified by Orcavia Entertainment. A recent study published by Leapfrog stated that parents surf the web and watch TV with their children 8 times more than they read to their children. This is a great statistic showing that American families are searching for interactive and engaging ways to teach their children. 

Target Customers

OE’s target customers are two-fold: affiliate businesses which desire to advertise on the Orcavia.com website, and families wishing to increase their children’s learning through challenging and entertaining educational games. These consumers are avid web-users who know that puzzle and brain-training games have been shown to increase learning ability and stimulate healthy brain tissue growth, and they are looking for games which both entertain and continue to fine tune basic skills. They are competitive status seekers who enjoy displaying their competence through leader-boards and achievement stats.

Market Readiness

Last month, AddictingGames.com, one of OE’s largest competitors, posted 5.5 million unique visitors and that figure continues to grow as summer approaches. Quality education is a high priority as evidenced by government support for established systems, and families are eager to assist in children’s skill development. The demographic, audience, and advertisers are all there already, so Orcavia.com’s task will be to locate, attract, and transfer new users to the market, and help grow our general customer base. 

Strategic Opportunities
OE can serve a specific niche market within the games website industry, a niche which is presently unfilled.  OE’s target consumers are competitive status seekers who enjoy displaying their competence through leader-boards and achievement stats. A basic desire for self-improvement will not fade over time. Clearly there is a need for a more interactive and fun way for users to learn higher level skills, including mapping, drawing conclusions, deducing outcomes, solving problems, developing strategies, and being creative.  


Competition

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

Competition
The market leaders, AddictingGames.com and Miniclip.com, have shown a desire for affiliation, and frequently have strategic advertising alliances with the smaller websites. Remembering an acronym, “TEAM” meaning “Together Everyone Achieves More,” the process of partnership and cooperation is well established.  The Internet seems a friendly and profitable market, and since OE’s services and products are unique, competition is minimal.

Key Competitors

The two most prevalent competitors of Orcavia.com are AddictingGames.com and Miniclip.com.   Miniclip.com operates internationally with strong brands such as Club Penguin.  AddictingGames.com operates as a subset from its parent organization of MTV Networks and Viacom.  Often, advertisements on both websites lead to smaller Flash games websites and to products associated with their parent organizations. These companies will be OE’s main competition, but OE’s niche market will successfully attract potential participants.

Other Competitors

Other competitors like ninja-kiwi.com and freeonlinegames.com have small Flash game websites, and although each has their own specialty that helps them maintain business, neither posts strong figures with regards to visitors and loyal customers, as the key competitors do.  Orcavia.com will be able to coexist with these smaller competitors, successfully, without having too many obstacles from potential market sharing.

Competitive Positions

AddictingGames.com posted 5.5 million unique visitors last month while Miniclip.com posted 4.8 million visitors. Orcavia.com would only need to gain 5% of those visitors to be successful and turn profit on its offerings. This means that OE’s position can continue to be small and strong, while the giants continue posting larger and larger numbers.  With continued sufficient overlap between visitors, and strategic advertisement alliances, all affiliate websites could help each other grow, while OE provides services and products that the competitors do not. 


Advantages Over Competition

There are many advantages Orcavia.com has over the main competition, including OE’s services, products, and business structure. One unique advantage is the market niche of providing educational games that others do not offer.  Another advantage is being a small business which allows for quick market adaptation and rapid change adoption to new technologies. OE also excels by helping build self-esteem through achievement. OE’s target customers crave a sense of acceptance and importance when choosing a website to frequently visit, and the unique features of Orcavia.com provide a feeling of belonging.

Future Competition and their Barriers to Entry

The market right now is reaching saturation and new companies wanting to enter the space will need a lot more funding for start-up costs and advertising dollars.  As more websites and companies enter the market, the unique features a company offers will mandate success or failure.  In the future, other companies may compete with OE’s niche in the market, but the loyalty of OE customers will provide a barrier to their success. 

Strategic Opportunities

OE’s strategic opportunities are based on the realization by the older demographic that brain training and puzzle games are important for the development of future leaders, project managers, scientists, entrepreneurs, creative inventors, etc. The market niche of supplying educational games is not currently being filled, and OE can provide this service. Finally, the overwhelming need of acceptance, increasing self-esteem, and feeling of self-worth, will allow Orcavia.com’s community to be a drawing factor for many new customers both from existing competition and from new markets.


Strategic Position & Analysis

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

The goal of OE is to give educators, students, and families a safe online environment in which to learn curricular objectives through a more interactive and enjoyable way than found in the traditional classroom. This is achieved by a strategic position that emphasizes a market niche which is unfilled. OE’s strategic position provides branded games that provide adequate challenges for each target grade level, while achieving skill proficiency within the grade level. The availability at any time supports a user experience that emphasizes growth and learning through exploration and discovery through intuitive design.  Feelings of self-worth, increased self-esteem, and acceptance are natural outgrowths of this website’s activities.  OE’s self-analysis and strategic position is cognizant of, and based upon the following factors: Industry Trends, Target Market, Competitive Environment, Company Strengths, and Risks.

Industry Trends
The trends in the online browser Flash game industry continue to show participation by affluent families with children from ages of 3 to 17.  Quantcast.com shows one of OE’s competitors to have visits last month from an estimated 6.1 million people, who have household incomes from $60,000 to $100,000 a year. (AddictingGames.com Quantcast)   The children and parents in these families are interacting and playing games online more than reading books together or completing written educational exercises. This shows the need that OE can fulfill, by supplying families with methods to help their children learn, while having fun, Millions of users subscribe to games such as World of Warcraft and services such as Xbox Live each year and the main connecting theme between all of them is community. OE’s profile features provide users with a sense of identity, self-importance, and community. 

Target Market
As shown in the Quantcast study, children, ages of 3 to 17 of those affluent families, are the most prominent visitors to sites like OE’s. The games, website theme, and features will all be accessible to that target audience while specific items will also be appealing to the parents of those children: the profile tracking features, some of the puzzle games, and custom themes applied to the website depending on a profile’s settings. The launch games for the website target the audience of children at grade level 5. That core audience is primarily located in the United States but as the website grows, additional languages and international versions of the website may be in development.


Competitive Environment
OE’s competition ranges from the juggernauts of the industry to the independent sites that showcase student projects. The main competition in the online games space includes AddictingGames.com and Miniclip.com. These two competitors have influenced much of OE’s design and business plans. Both are well funded from parent corporations and are positioned in two very different ways in the industry. AddictingGames.com is positioned as a catch-all website that often overwhelms its customers, and although there are some customizable profiles, the community is impersonalized. Their parent company, MTV Networks, Inc. has a good amount of funding for AddictingGames.com to utilize, along with internal partnerships for advertising and marketing campaigns. 

Miniclip.com however, positions itself with a few key brands for online MMOs and communities. Club Penguin is the crown jewel for Miniclip.com and that community helps sustain and grow the rest of the website. In addition, Miniclip.com also serves customers internationally with 20 different versions of their website and many of their games are multilingual. Even though these websites are great for the online game website industry, they lack the very core features and services that OE provides. Neither company provides educational games nor a true sense of communities and groups within those communities as OE provides. 

Company Strengths
The first strength OE has over its competition is the niche market it serves. OE’s services focus on and address needs that the market has, but which have yet to be handled or provided. This initial strength has potential to grow stronger, since education is such an important part of society.  Having a small, highly qualified staff allows OE to adapt and adopt new technologies more quickly, thus remaining competitive in the marketplace. Security and safety are important aspects in many families today and OE can ensure that in the online educational experience.

Risks
OE faces start-up business funding risks. The solution to this risk is completed by correct analysis of required funds for OE to have adequate start-up funds and be able to continue until revenue streams can produce stability. The next potential risk involves the difficulty of creating visibility in the online games market, where the established players control a large percentage of the field. This risk can be overcome by launching a clear marketing campaign surrounding OE’s unique, strategic position and by educating potential customers of the benefits of joining and revisiting our website. Another risk involves the procurement of customers and advertisers.  Strategies to attract customers and motivate advertisers to affiliate with OE will reduce this risk. 

There is also a risk that OE’s competitors will see the market need and start providing similar services. To avoid this, OE must build and expand quickly enough that customers are unable to find the same experience anywhere else and stay loyal to OE’s communities and sense of belonging. 


Strategic Position
OE’s strategic position is a niche market within the games website industry, a niche which is presently unfilled.  No other company is providing families with educational games which help children learn basic curricular concepts in a safe, secure online experience. Community is the next key concept involved with OE’s strategic position. Through Community, website participants experience exploration of new ideas and topics, experience growth intellectually and socially, and ultimately have increased self-worth.  By maintaining superior technical support for all aspects of the customer’s interaction, and state of the art programming design, OE strengthens its strategic position of consistent dependability.


Marketing Plan & Sales Strategy

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

OE’s message to consumers is that education can be fun, free, and safe. All users of OE’s online portal, www.orcavia.com, feel a strong sense of safety and self-worth while achieving educational goals within all of OE’s games. Community, education, fun, and family are the key needs OE’s customers have, and www.orcavia.com meets these needs.

Unique Position in Market
OE’s position in the niche market of educational Flash games is unique. The goals and purposes of learning while promoting a sense of belonging and acceptance for all families are completely different from other online games competitors such as AddictingGames.com or Miniclip.com.  Those sites are impersonal, consisting largely of time-wasting, generic entertainment.  OE’s games are purposefully developed to be educational by teaching new concepts, with innovative ways to practice and increase math skills, Language Arts skills, and other curricular topics. This position is unique and establishes OE as a strong competitor in the market.

Marketing Plan
OE has four target marketing strategies. First, online advertisements and banner space will be purchased from competitors, and traded with affiliate websites such as leapfrog.com, Hasbro.com, etc. The second marketing plan is direct, with emails to the target audience and brochures to teachers and school officials. The third area involves the release of applications iPhone and Android platforms.  Advertisement space will be purchased in “feature phone” specific packages that are popular and widely used among our target audience, especially families using text messaging. Fourthly, viral marketing and word of mouth advertising will play a heavy role in our marketing campaign.

Sales Strategy
OE’s sales strategy is handled by the owner, the director of sales, and an external subscription service for the website. The director of sales is in charge of direct marketing emails, negotiating partnerships for trading advertising space, along with buying advertising in audience specific locations. The director of sales also provides customer support for financial and subscription questions. The external subscription service helps promote security and safety when registering subscribers to the website, and is able to handle renewals and cancellations for all members of the website. The owner handles networking and mobile integrated marketing campaigns. Frequent communication about target audiences and campaign messages between the director of sales and the owner ensures no market overlap and efficient use of marketing funds. 


Operations

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

OE operates as a small business with two full-time employees, one part-time employee, and contracted external services to handle infrastructure elements of the business. The CEO and Director of Sales are the main financial force within the company, as advertising spots, marketing campaigns, operating funds and expenses, and operating tasks will be handled by these two persons. Employees work from home and communicate remotely, since all services and products are available online for maintenance and control. 

The central office is located at the CEO’s residence in San Rafael, CA and is the physical address for the company. Revenue sources include subscription sales and advertising spots on the website, www.orcavia.com. The website and games are developed jointly by the Director of Technology and CEO, with design, coding, and implementation taking place on a private version of the website before release to the public. External contracted services include a subscription billing service to handle subscriptions, renewals, and cancellations of services. Another external service is legal advisement, supplied primarily by Franck Law Offices in San Rafael, CA with additional legal services procured when necessary.  

Efficiencies
By utilizing advertisements for support of the website, OE offers free services and games to all visitors of the website. Traded advertising space with affiliates reduces the cost of marketing campaigns. The atmosphere of the small business provides flexibility and room for expansion more easily than those businesses supported by a strong corporate hand.  Since all employees work from home, operating costs related to most businesses are diminished. The website operates as a virtual real estate company where advertising space will continue to grow with the life of the business, providing more value and sustainable income for the company over time. 

The longer the website and community visiting the website has to mature, the more valuable and the stronger the company will become. With that expansion, new employees can be hired and expansion can be increased, since multiple projects will be in development at any given time. Over time, the business can grow to a point where specific state education curricula can be supported, giving more incentive for state schools to adopt and utilize the website services and products.  Income will increase as the growth of the company provides new ways for students to learn. 


Competitive Advantages
OE has many competitive advantages regarding business operations.  The advantage of constant availability to be online and accessible by anyone, anytime, anywhere, allows the business to operate in many time zones.  Another competitive advantage involves the “try-before-you-buy” guarantees, which have been a staple in the sales of many products of the last few decades.  By providing users with an anywhere product and service that can be tested and utilized without paying at all, is an enhancement of that idea. Offering customers similar services both in a free and subscription form provides them with an assessment of the value they are getting before buying and if they choose to join, additional value and features will promote their continued payment. 

Another competitive advantage is that OE is addressing a market that has yet to be developed in the methods proposed. The ability for families to learn together through educational entertainment is a concept that has been around for quite some time but never utilized through educational Flash games.  In addition to the games, tracking and achievements are provided to the students and families, to both show progress and nurture the idea of achievement.   Finally, coupled with the community and self-importance messages presented to all users of the website, OE provides positive reinforcement, helping to foster the great intellectuals and businessmen and women of tomorrow’s society, rather than simple entertainment. 

The final competitive advantage is the structure of how the business is run. This advantage is the strength and passion supplied to it by the employees and workers involved. Their motivation will enable the company to succeed. OE is dedicated to moving education into the future through stimulating, educational entertainment, and as the company matures, this goal will become reality.

Problems Addressed
OE has foreseen a few problems that may develop, with regards to operations of the business. Since all workers are working at home and communicating remotely, interpretations of directives and comprehension of instructions for correct completion of work may not always be understood. This is mediated by weekly conference calls to verify everyone is on the same page and to address concerns of any of the employees. These conferences foster an open environment where each employee has equal opportunity for input into the company and its operations. 

Another problem, that is being addressed, is the generating of sufficient start up funds needed to get the business off the ground. The initial hurdle of getting partnerships, contracts, visitors, and subscribers to the website is a substantial one. This will be overcome with an effective marketing campaign to create social buzz, attracting potential members, and ensuring accurate use of funds obtained, with an efficient infrastructure to support revenue routes that open quickly. 

A final problem that is being addressed, involves the development processes which must occur prior to launch of the website. Basic subscription models, profile features, and initial games must be produced before the website is launched to the public. This potential difficulty is mediated by the fact that OE will launch the website, www.orcavia.com, in a beta state to the public. This will help start to build buzz and visitors to the website, as well as provide users the sense of being first, of being a part of something that will grow over time with them.

 Early subscribers will receive incentives to stay, with special offers and exclusive promotions allowing them early access to new features and games being launched on the website. OE can overcome all of the problems that will arise with regards to operating procedures efficiently and effectively through its strong work force of passionate and dedicated personnel.


Technology Plan

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

The following technology is the foundation of the company’s processes and supports OE in conducting business operations. The technology does not have to be the newest or most expensive for the business, but does require utilization of powerful and efficient software to make development and operations work smoothly.

Software Needs
OE uses many software packages to operate and grow the business and the website. Many company operations will utilize the Microsoft Office suite with Word, Excel, and PowerPoint. OE provides copies for all employee laptops to share, manage, and integrate information about the business and website into documented items for investors and to keep accurate records. The next piece of software used by OE is Adobe Flash so that the games can be developed and tested. 

Only two employees need that software development suite, but the developer and manager will need to be able to check and test all applications before presentation on the website. The next required software is Adobe Photoshop for all artwork related tasks such as compression, repurposing artwork, and website integration. Again, only two employees need the software, as those employees will be charge of development and implementation.

 Audacity, the next piece of software, is free and helps compress, manage, and repurpose music files. The final piece of software needed is Espresso, to develop the website and manage the servers where it is hosted.

Hardware Needs
Immediate hardware needs of OE include PC laptops for every employee, loaded with software, RAM, and CPU configured optimally for each one’s needs. This includes all the software mentioned above and the respective employee doing the work related to that software has control of that laptop. The laptops provide all employees with access to the remote servers the website is hosted on, and all business related files are stored on the server protected under ftp access restrictions. 

Only authorized personnel have access to the files and protected portions of the website/servers. Communications, and sharing of information pertinent to efficient company applications, are standardized to increase understanding and avoid potential misinterpretations.  One peripheral, a printer/fax machine is accessed across the network, providing hard copies of company documents, invoices, etc.  

Telecommunications Needs
OE provides a cell phone dedicated to company business to each employee. This bundle provides for efficient conference calls, and other company communications. Many communications occur over the Internet.  Smart-phones/development devices are provided to the CEO, game developer and the sales manager so the games can be created for those platforms and management personnel can manage and test mobile versions of the website.

Website Plan
The website, www.orcavia.com, for OE is the core of the business and operations for the company.  The infrastructure of the website pages requires attention to minute detail to be attractive, safe, easy-to-navigate, and maneuver throughout.  Applications must load quickly, while providing optimum exposure to the revenue producing advertisements.   The host for the website will be selected with careful attention to services available immediately as well as the capability to expand.  

The servers and hosting facility must be state-of-the-art with superior technical support 24/7.  The website is the heart of the company and must exist upon a firm foundation of high speed interactions. As the company grows, the website will facilitate all growth and expansion for the business and as website matures, more products and services will be available to sustain the company.


Management & Organization

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

Key Employees
There are three key employees at Orcavia Entertainment, (OE), a small business that is operated completely online through the portal, www.orcavia.com. 

The CEO, and primary owner, Mark Gugler, handles the responsibility of tasks such as operating and marketing procedures, product and website design, procuring investors, and oversees financial disbursement. Mark is highly qualified with an extensive background in games, education, and music which are the core background of experiences to develop and sustain OE’s business. As a programmer for 2 years he has managed, designed, implemented, and produced various projects and applications.  He has a passion for bringing entertainment to everyone, and exhibits keen understanding of good business strategies. 

The CFO/Director of Sales is a crucial employee, who assists the CEO with all financial related matters and maintains accurate recordkeeping for the business. He obtains advertising partners, creates marketing campaigns described in the marketing plan section, and handles the external subscription service. 

The Director of Technology handles development of, and maintenance of, the website and the Flash games designed by the CEO.  His responsibilities include thorough testing and final implementation verification of games, as well as providing online customer technical support.

Consultants
OE has contacted four consultants to assist with operations regarding the business. Sean Hogle is an accountant with Lerman Law in San Rafael, CA. With 15 years of experience with businesses and specializing in Internet related law, Sean will help with copyrights, contracts, partnerships, and other legal related needs of the company.   

Deeann Byrant is an accountant with Bookkeeping Unlimited in San Rafael, CA and has also been contacted to support operations with OE.  

Mary D. Gugler, Master of Arts degree in Education, in the Norfolk, VA area, will assist with accuracy of grade level games, as well as a resource for creative concepts and curricula content of games. Sound-fuse.com will supply music assets as needed.


Management Structure
The three employees at OE have equal amount of input to the company, however, final decisions are the responsibility of the CEO. Meetings about projects and investments will be held with all personnel to ensure that all key employees have a vested interest in the company and have a greater sense of responsibility for the company’s future and strength. Other, incidental activities such as legal advice, brochure preparation, and asset acquisition may be out-sourced, directed by the CEO.  

A part-time position, hopefully handled by a senior citizen, will provide clerical duties, answer incoming calls, prepare emails, and mail brochures to schools, etc.  Further openings will be for positions to support any of the key employees such as financial personnel to help the CEO’s and Director of Sales’ responsibilities, or programmers to support and aid in development of the website under the Director of Technology. 
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Community Involvement & Social Responsibility

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

Company Philosophy
OE prides itself on having a strong, ethically sound, company philosophy. OE ensures that all business transactions are in accordance to the laws in the region they were made and consultants verify that everything is legally sound. OE treats all of its employees fairly and has clear policies stated on the website outlining our non-discriminatory practices and benefits for our employees. All partnerships and dealings are made with honest communication and with the utmost respect for non-disclosure agreements. All connections with the company have similar moral integrity before any partnerships or deals are finalized. 

All outsourced contractors are checked monthly for keeping up the image of OE and supporting our philosophy. OE accepts and appreciates any gifts and donations given to the company and as long as everything is sent to the headquarters, OE ensures that all donations and gifts will be utilized for the betterment of the company and its employees. OE’s company philosophy is built upon the integrity of its employees and all business related actions throughout its history.

Community Involvement & Other Policies
OE is eco-friendly in purchasing practices, by buying environmentally-friendly products and buying software digitally instead of wasting discs and physical products.  OE is socially responsible in its operational practices by recycling and reusing a lot of its products in future development and business growth.  OE’s website is structured to provide a secure, safe environment for children.  Individual profile information is not available to other visitors, and participants are strongly reminded to keep personal information separate from the online community. By providing free educational games to all visitors, OE supports community education efforts.  OE also plans to be involved in communities surrounding the arts, education, and the enhancement and improvement of those communities around the nation. 


Development, Milestones, & Exit Plan

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

Long Term Goals
OE’s long-term goals are based on expansion of virtual real estate and on gaining additional subscribers each month. Sales projections for OE include a steady increase in the number of subscriptions gained each month with modest monthly visits of the website. OE only needs to gain 0.5% of approximately 50,000 visitors each month to become profitable within the second year of operation. The actual number of visitors to the website will fluctuate each month and will probably be more than the projected number. 

In addition to gaining more subscribers, the expansion of the number of games provided on the website will increase the number of advertisement spots possible. Main banners on the website, along with advertisements found while games load, are considered Priority A advertisements, as they are the highest priced advertisements and bring in the most revenue.  Two additional levels of advertisements, Priority B and Priority C, will expand at a slower rate as more feature pages and support pages are added to the website.

Strategy for Achieving Goals
The first year of operations shows a part-time employee developing the website and Flash games, as the website will be in Beta until our second year of operations. That employee will then be hired as a full-time employee in the second year to continue focusing on Flash games and increase the library available on OE’s website. 

Advertising space is purchased from competitors and traded with strategic affiliates, to increase visibility in the market. In addition to traditional online marketing methods, the CEO and Director of Sales will be reaching out to school districts in the Bay Area of California to gain supporters and potential government funds to continue development and expansion of group subscribers from school classes and grade levels. 

Operating funds and start-up funds need to be substantial enough to sustain growth and business development through the first two years as the business gets established. The highest priority for the business is to support the growth of visitors to the website while developing more games and features to keep repeat visitors each month through new content.


Risks
OE’s developmental risks include changes both in the online Flash game markets and changes within the educational sectors. Games developed for each grade level need to be revisited quarterly, to make sure the content is relevant to the users and to keep the standards for future games equivalent as our capabilities become stronger. The changing Flash game market also needs monitoring, to stay current with trends and technological advances. 

Exit Plan
Investors and early employees will own portions of the company that will be translated into public stocks 5 years into the life of the business. This increase of cash for the business will allow expansion of the website to offer more genres of Flash games as well as provide more strength in the market. Investors will then be able to sell their stocks for profit or continue to support the business as it grows into the future. This proves beneficial to long-term and short-term investors and gives each group the flexibility to become both. This will also allow the CEO and primary stockholder of the business to sell some of their portion of the business to increase personal profit. 


Financials

Orcavia Entertainment, (OE), is a web company that provides free-to-play (FTP), and subscription-based (SB) Flash games in the Educational and Puzzle game genres. The games are available through the online portal, www.orcavia.com, and are provided in two formats: (1) FTP’s - supported by advertisements on the website and during game loading, and (2) SB’s -FTP’s with additional features and no advertisements. 

Assumptions
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Personnel

OE’s staff consists of two FT employees and one PT employee for the first year of operations. The second year will allow the PT employee to become FT and OE will continue to operate as a three person business. The third year, another FT employee will be brought on to support more game development as the website expands.

Expansion

All financial projections include expansion for more virtual advertisement real estate and the continued growth of subscribers each month.  Marketing costs will stay within budget so that additional strategies and/or campaigns never exceed the marketing’s yearly budget. Additional expansion costs will exist in server support as the user base grows with the website. Ample virtual real estate will be purchased early, so there is room to grow in the first 2 years, with additional server space being purchased as necessary.

Financing

All funds for OE will be gained through personal contribution or through investors. The business’s start-up costs and ad operational costs will be supplied by the CEO and investors until year 5 where the company will move from a privately owned company to a publicly traded one. This will allow investors to make sufficient profit from investments and will create an influx of money to reinvest in the company from public stocks.

Start-up Costs
OE projections show that start-up costs are needed for the first two years of operations plus one-time fees related to licenses, trademark and patent filing, and market research.  Operational costs for year 1 are approximately $300,000, with 50% of costs being covered through revenue of the business, and 50% from investors.  During the second year, projected costs will be approximately $340,000, with 90% of costs being met through revenue from the business. Start-up funds acquired through investors should exceed at least $300,000 to cover operational expenses for the first year of business before sustainable revenue can be generated to operate without additional funds. 

[image: image3..pict]

Income Statement by month Year 1
OE’s income statement for year 1 shows a negative net income before taxes. The total operating expenses are approximately double the project profits for the first year. This projection factors in the assumptions of the start-up costs mentioned in the previous section and requires an additional $171,293 amount of funds for business operation in the first year. This deficit is recouped in the second year and by year 3, the business turns a 5% profit over the previous 2 years. Additional details can be found in Appendix B where financial Excel spreadsheets break down all details of the income statement.
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Income Statement by quarter Years 2-3
OE’s income statement for year 2 comes in slightly positive over the year, to provide a net income of $18,178 before taxes. This utilizes all revenue sources to pay operating expenses, and this is the stage of the company where sustainable revenues are in place to produce strong profit for the year. Year 3 projections for the income statement show an increase in profit, resulting in a net income of $205,984 before taxes. This is realistic in that each year the business grows with more subscribers and advertisement spots that produce profit. All growth measurement includes the operational expenses of the employees, and all product sales are measurable assets that will continue to benefit the company.
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Sources and Use of Funds
OE’s funds come from personal investors and corporate investors interested in education and entertainment for families and children. The funds help start the business and run all operations through to the second year where sustainable revenue can be generated. The funds will be used in development, purchasing of equipment, and for payroll expenses until sufficient profit can be generated. At that point, all funds will begin to be reimbursed through contractual payments and future public trading related plans.
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